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----
EDITORIAL 

Jelcome to the fir~t pr i nted edition 
of QL Adventurers' Foru m the fourth In 
the series so far. This should have 
re ached you before the ZX Mlcrofalr , 
but has been dela ~e d due to factors 
beyond my contro l ; the main one be i ng 
t hat My photocopier blew its bulb and 
th~ neu one my~teriou~t y d i sappearQd 
In the po st tog ethe r ullh some toner . 

We l l uhal's new ? Well the oood neus 
for QL Adventurers i~ that C. G.H. 
Servlce5 have re l ea 5ed Alan 
Pemberlon ' s "From the Tower of 
Ualagon " at the wonderful prtce of 
£6 .80 <or £4.ee If you supply the 
neces s ary media and packag ing and 
postage ) uhl ch Includes a s plend i d 
man ual, Right that's enough hype for 
\his page. The other good news Is \ha\ 
Mort's "The Pra wn " 5hould be out b~ 
the lime ~ou read th is , I under s ta~d 
t here uere delays over ' get\lng the 
~anual done. Publl~hed by Talent+, and 

.vallable from TK Software and mo s t 
deal e r ~. , 

More good new s on the QL Adventur i ng 
s cene Is that Sleve Sullon has managed 
to get Digi tal Prec lslo n to publ is h 
both Imagine and the APT system . AP T 
Is nou "Adventure Creation Too l" and 
i ~ Ma 9reatly enhanced de v elopment of 
APT" <OP';. uord ;., not Sle ve 's) . It'll 
cost you £49.95, I· ll see If ue can 
get DP to give QLAF r eade rs a d iscou nt 
- no promises t hough! 

Th e other ne us Is none too brig ht 
houev er. It looks a ~ though ue may 
l ose the serv i ces of several ad venture 
url\ers due to the lack of return on 
sal es - so If you ' ve been copying 
ti tle~ that are In print then you' ve 
onlu oot ~ ours el ves to blame. I don't 
ua nt to start a rush but the Ala rl ST 

A ooks like it hliQh\ t•e the benef le la r·v 
' this , espec i ally as the ST 

" dventure Creator , based on G.A.C., 
has j us t t•een released. If lhl~. 
carries on. this will have to bec om~ 
the 68000 Ad venture Forum ! 

P.C.B.S . ~re, I assume, perhap s 
~~~~9lV: ha vi ng proolems. Theu ha ve ' 

I . 
Cl as gou, Scot l and. Apart from the sav e 
t•ug noted by ,lohn Shaw In the la~. t 
Iss ue, The Ta l isM an looks like an 
e xcellent Dunge ons and Dragon s game, 
but there have been no adverts for 
Hveral ooonlhs. Gllsoft are still 
~elling the Quill system for the QL at 
£18 . 95 If you ~upply the media and 
don't mi nd prlntlno out ~our own 
manu al , The~ are still at -

- 3 I 
. It looks unlikely 

that they u lll bring out P.A.W. for 
\h~ Quill, which Means that people ,...... 

uantinQ to do ill u$trated ad v enture~ 
e llher · ha ve t o do it a l I lhems.e lves or 
gel ACT! 

On the arcade ad v e nture scene ue 'v e 
2o t the Ma x lronlcs Alien Hijack u~olc~o 
teatures som e e xc ellent graph ics . It ' s 
3- 0 dodge and pick-up gaMe ~llh, I 
presume, puzzles to solve. Being a bit 
rusty at th is I' ve not got very far, 
but I c an recommend it for people 
uan\lng to do a little j oyst i c k 
waggling. They can be contacted at 
Chi-Soft, 

Cos t £18.25 a ll 
i nclus iv e. 

Also If ~ou ·r e In le• Defender tur•e maze 
gam<ls, Chrls Sk ellerro ki nd l y s ~nl me a 
cop y of St arbur ~t , whi ch i~ a huge 
game, read \he r evle u and then order a 
copy ! 

O.K. You may remember \hat I 'v e spoken 
of a uargame for the QL . lJe ll, I · ve 
fi n i shed lroe pr·ellmlnarv rootes <6 , 500 
words) and hope soon to start uorkl ng 
out the deta lls . I f ~ou want In on 
lhls pr oject contact"me at the usual 
address and s end a mdv_ ana s .a.e. and 
I 'll send you the latest ver sio n of 
l he no te5 . 

I hope you find th is first Issu e 
legible, let me know I f any typefaces 
are caus ing probl ems. I origin a lly was 
going to us e character width 2 for the 
articles but the~ uere l oo b lock~ . 
Uhat wo u l d be niCe i ~ a chor . sii~ 
I . 5 . I've used Page Des lgner 2 for 
mos. t of the lex l C"J tpu t, bu l h av~ u·sed 
a couple of PC prog s : Greeting Caro 
Maker and S lgn and Banner Ma ker l a 
mer e £9.95 each ) for th e cover and 
so me of the adverts. Ho u there wou l d 
be a useful s et of proos for th e QL ' 

Another first for this Issu e Is th e 
first pa r t of Malcom Smith's maps for 
ZK UL. I 'll be reproducing these as Is, 
as usi ng DTP f or map s Is a PAIN ! 

Rlo ht that's. all for nou. Ooro 'l fc•roet. 
lh~l QLAF ne~d s yo ur c ontr i but ions io 
•urvivQ and bQ u~Q ful. WQ YQlcom Q 
anything on adventures <tex t, graphic 
and arcade ), slm u la t lo ns , stra teg y and 
war game s . Al so no te s on QL add-on s , 
front-ends, \oolklls wh i ch are 
supposed to ma ke life that little bit 
easier, but whi ch often mak e ll More 
collpllcaled. I'M also happy to pr1rot 
a nyth ing educational If i t lroc l.udes 
program l ng hlnt5 or ad vi ce on 
;. l~ ulatlon s, e tc. 

See you in a feu Mo nth ~ t im e, 

Richard Ale xander 
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by ALA H D. PEMBERTOH 
PRICE £3 + Mdv + ptp + vat fro m 
Mi crodr iv e Exchange 

IF you st i l l ha ve your · L · plates up 
as an ad ventu r e r , then PLA YTIME i s t he 
one that u i l l surely get you through 
the "Test " , But at the same time Alan 
Peabert on' s brilliant adventure uil l 
cater for the expert too, since the 
Quill docuMent supplied uith PlaytiMe 
enables you to · eh eat · as •uch as you 
uant- or not at all. 

You are told at the outset that you 
are about to enter a uorld uhere a 
variety of characters e xpect you to 
perfor a tasks for them. You can uander 
through the land uithout hindrance 
once you get there - uith tuo 
exceptions. You have to figure out hou 
to get into the Main adventure and 
th•r• i ~ one section you can't explore 
until you have performed most of the 
tasks. 

Alan ' s sense of huMour is evident 
throughout (lry as k i ng the librarian 
about the chest or, better still, 
exaMine i U but unl ike so111e 
adventures, it doesn ' t sua Mp il al the 
expense of lhe "se ri ous" business of 
gell i ng home ag a in i n one piece. 

The Quill doe g iv es you an i dea about 
uhat is to come, le lls you about lhe 
d i ct i onary and ho u to converse uilh 
t he vari ous characters. I uon' t tell 
~ou uhat tho s e characters are since I 
found that c omi nQ across these 
oddba l ls added a'oreat deal of 
en jo yment t o PlayiiMe. So you'll have 
t o go out and buy il , uon " t you! 

In addition, the i ns tructions give you 
a "cheat sheet " uritten in code, so 
that uhen you gel stuc k you can type 
in "DECODE " folloued by the code, 
uh i ch u i ll then g i ve you the hint 
you ' ve been look i ng for. You may f i nd 
th i s aspect of the game a b i t loo 
access i ble but as I said, you can 
cheat as Much or a s l itt l e as you 
like. YO U ALOHE UILL KHOU YOUR DARK 
SECRET! 

There is als o a s ection i n the Quill 
doe entitled TA KIH C PRECAUTIONS. Uhen 
I uas bul a lad, that meant something 
completely different, i nvolving a 
furtive visit to the chemists. For 
Alan, bless his innocence, it's merely 
a sect ion advising you on hou to save 
the game as you go along, so if you 
get splattered you don't have to start 
all over aga i n. 

Anyuay, back to Playt ime. Ha vi ng 
coMpleted your al lo lled tas ks and 
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looking foruard to the uonderful 
endscreen you have been proa i sed as a 
reuard, there ' s a st i ng i n the ta i l. 
And that ' s all you gel from this 
re v ieuer. 

Happy ad ventur i ng. 

SHAHE McCARIJE Y 

Rich Mellor has uritten to say that 
he can supply Al an Pemberto n' s 
Ad venture Plaulime on 3.5 " d i s k . If 
you uanl a copy, send an s.a.e. and 
a formatted 3.5 " disk to Rich Mello r 

, England. 
Please note that Alan Peaberton ha s 
given his perm i ssion for this, as 
Mi crodrive Exchange only have the 
"r i Qhts" lo the Ml crodrive version. 
If any one uanls Adventure Playtime 
on 5.25 " disk they can obtain a copy 
from C.G.H. Services. Again an s . a.e. 
and 5.25 " d i sk ui ll be required. 

WANTED 
New adventure, strategy, 
simulation and wargames 

for the 9L and PC. 

If you have written a game 
that you'd like to have 
published then contact 

CGH Services. 



DRAGONHOLD 
This program is by RUBICON syste1s, 
price £14.95. 
Jubicon are at 

The progra1 is a 'graphic adYenture', 
with a Yiew from the top, although 
your little 1an is shown side on for 
obYious reasons. As you go around, you 
will see all sorts or articles strewn 
about, such as a dagger, 
quarter-staff, food etc. 
Vou IOYe about by use of the cursor 
Keys and can enter com~ands by the use 
of single Key presses, with the 
letters A - X corresponding to both 
Yerbs and nouns. 
There are seYeral other characters 
about, including a nagging woman, a 
dwarf, a thief, a priest, and a 
YDipire bat <PLIASI NOT!, TRV TO STAY 
CLIAR OF THI UA~PIRI BAT, SINCE THIS 

" WILL ATTACI VDU IUIRV TI~I AND IIIPS 
ON AFT!R YOU AS YOU TRY TO GIT AWAY> . 
Nearly all of these characters will 
attacK you at the first opportunity, 
and it see•s iapossible to reduce 
their strength, while all the ti1e 
your strength is being reduced in the 
fight. Still a quicK bite to eat if 
you are lucKy enough to haYe found 
sc1e food, and you are bacK on your 
feet and off to find some treasure. 
On the first screen, it is i•possible 
to pass through the door which leads 
to the next set of caYes, until you 
speaK to the nagging woman who 
pro1ptly tells you, that you cannot 
pass through a door if you are 
carrying ar•s. Please note seYeral of 
the characters will not speaK to you 
unless you are carrying something -
For exaaple, the woman will not speaK 
if you are ar•ed. 
The next set of caves is rather small, 

~ with only a troll in there to stop 
your passing by. However he is rather 
stupid and can be lead into a dead end 
while you pass by him and out through 
the door at the top into the FOREST. 
The forest seeas rather devoid or 
objects, so your best bet is to go 
straight to the castle at the bottom 
right corner. 
Once in the castle everything seems to 
happen at a More frantic pace with the 
characters attacKing you at nearly 
eYery turning. Also you 1ust beware, 
since you •ay haYe all sorts or 
goodies only to coae into contact with 
the thief, who promptly steals 
so1ething off you. 
There is a deeper level, the dungeons 
which contain a lot of the treasure, 
but do not pass into them (through the 
red doors inside the castle) unless 
you have found a lamp, since you won't 

~ be able to see about you at all, and 
it is impossible to get out. 
On the whole it is a yery good gaae, 
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but I do haYe a few 1inor groans: 
(!) The program is supposedly fully 
lultitasXing, but problems occur if 
you try to run the prograa with 
SPIIDSCRIIN switched on <PROBLI~ for 
~RA~ users, who are unable to switch 
it off), since the borders around the 
windows will not appear after the 
first title screen. 
<Z> The title screen asls you to input 
the driYe which contains the •aster 
disK, and thinKing it is only looKing 
for a Key, you enter this, only to 
find the program proceeds to load 
itself off this file, laKing a 1ocEery 
or any bacKup disl you •ay haYe. There 
is a way around this however, if you 
place your worKing copy in FLPI and 
the ~aster disK in FLPZ, type the 
co1mand COPY FLP2_ TO FLPl_ and when 
it asKs you for the drive containing 
the master disK, just enter 'flpl_ ' 
and the program will load oK. <NB DO 
NOT USI THIS IXCIPT FOR YOUR OWN US! 
SINCE THI COPY CONTAINS A NOTE OF YOUR 
RO~ NU~BIR) 
(J) The objects are scattered around 
the screens every ti•e you start the 
ga1e - this IDles it •ore enjoyable to 
play since it is different eYery go, 
but a few tiaes I haYe been unable to 
find the lamp to enable 1e to go down 
the dungeons. I suppose one of the 
other characters had it, but when you 
can ' t find anything they would liKe to 
trade, it is iapossible. 
<4> The characters always say the same 
things, eyen when they appear in 
another set of caYes. - What point is 
there in the woman telling you in the 
forest that you cannot pass through a 
door carrying arms, since you needed 
this infor1ation to leaYe the first 
set of CaYeS ? 
(5) When you die, you are offered the 
chance of being reincarnated, but have 
to start fro• the first set of caYes 
again - surely it would be better to 
be reincarnated at the point where you 
were Killed, or at least by the door 
to that set of caves. 

The program has now been out since 
1985 and it is a pity that these 
problems have not been fixed yet. 
HoweYer, all in all, I 1ust adait to 
thoroughly enjoying the game and would 
recommend it to anyone. 

R.A.~ILLOR, 

IS THKRI AN ADUINTURI THAT 
YOU ARI STUCI ON , OR THAT 
YOU CAN HILP OTHERS WITH ? 
WRITE TO ~L ADUINTURIRS ' 
FORU~, CI D CGH SIRUICIS. 



BOOK REVIEW 
WRITING ADUINTURI GA~IS - PART THRII 

A reY\ew of "Sinc~n\r QL AdYentures -
n 1icrc ndYenturer's hnndbccE", by 
Tcny Bridge nnd Richnrd Wi~~\nms. 
Pub~ished 1884 by Sunshine BooKs, 
!5.95. PnperbncE, 165 pnges. Current~y 
nvni~nb~e fro• ~PC Scft~nre, ?2, 

1 price !2.5B p~us 
!!.BB postage. <511 NIJTI IJUIR !) 

"Sinc~nir QL Adventures" is prcbnb~y 
the cn~y bocE written about adventure 
gn•ing with specific reference to the 
QL. Consequent~y, this vc~u•e is the 
•nin source of \nfcr•nticn nnd \dens 
for the prcgrn••er wishing to write 
ndventures in SuperBASIC. The •nlerin~ 
it ccntnins cnn he~p nvcid the need 
to cross-reference genern~ heels en 
writing ndventures in BASIC tc the QL 
User Guide in order tc get n gn•e 
written for '•icrc x' to run en the QL 

The nuthcrs nre fro• worthy 
hncllgrcunds. Tcny Bridge wns the 
ndYenture correspondent er Pcpu~nr 
Co1puling WeeE~y fer •nny yenrs, nnd 
Knows n good gn•e when he sees one. 
Richnrd Wi~~in1s ~ectures en cc1puter 
courses nnd nrl\f\cin~ inte~~igence, 
the ~ntter being cf certn\n interest 
to &c•e ndventure crentcrs. 

Though the 1nin n\1 is to nssist in 
the crenticn cf SuperBASIC ndventures, 
•uch of the hecK w\~~ he of use to 
these renders cf QL Adventurers Forum 
who wish simp~y le p~ny nnd sc~ve 
gn1es they hnve purchnsed fro• 
cc11erc\n~ sources, rnther thnn 
writing their own games. This is 
becnuse the first part is devoted to n 
history of adventure gn•es and 
contains 1nny usefu~ hints on how to 
sc~ve the•. 

In 1984 1 when Bridge and Richnrds were 
writing, cn~y two Sinc~n\r QL 
adventures were nvn\~nb~e, nn•e~y 
Tn~ent 's West nnd 2Eu~, both of which 
nre st\~~ on sn~e. West wns a 
conversion fro• the Cc••cdcre 64, hut 
2Eu~, ~ile The Pawn, is he~ieved tc 
hnve been written first for the DL. As 
a resu~t of this scarcity cf QL 
adventures at the tile, lest cf the 
cc11ents cf part one re~nte tc the 
enr~y mn\nfrnme ndventures nnd to 
gn•es en the 2X81, Spectru• and 
Cc••odcre 64. However, the suggestions 
en he~ tc tncK~e p~nying adventure 
gnmes in genera~ nre quite usefu~ for 
adYentures en n~~ sorts er cc•puter&, 
\nc~ud\ng the QL. Newcc•ers tc 
adventuring mny ~earn •uch fro• this 
pnrt er the bccE, espec\n~~y if they 
have a tendency tc get cc1p~ete~y 

6 

stucE after the third ~ccnt\cn! Fer 
hints on prcb~e• so~v\ng in specific 
QL gnmes, ccnsu~t a~~ the bncE issues 
cf QLAF. 

lncidentn~~y, though Bridge and 
R\chnrds were not very cc•p~ementnry 
about West and 2Eu~ in their !984 
review, these gn•es st\~~ pose 
prch~e•s le QLAF renders four years 
after their re~ense. "ere expensive 
versions cf these lwc Tn~ent gn1es 
were re~ensed en the Atnr\ ST series, 
which 1ust he f~ntlery le the DL of a 
sort, and Tn~ent +is st\~~ a major 
supp~ier of ndventures fer the QL. 

THE QL ADVENTURE GENERATIJR 

Part two cf the booK den~s with the 
serious topic cf producing ndventure 
gn•es, but s\1p~if\es the tasK by 
1enns of the QL AdYenture Generator 
<DLAG). This ewes auch in princ\p~e le 
G\~scft ' s The Qui~~ Adventure Writing 
System, which wns net nvni~nb~e fer 
the QL unt\~ nhcut two years after 
" Sinc~nir QL Adventures" hod been 
puh~\shed. The debt to The Qui~~ is 
ncKnow~edged by the authors. 

A major difference between DLAG and 
The Qui~~ is that you~\~~ hnve to 
type in QLAG at the leyhonrd, os it is 
in the for• of n SuperBASIC ~\sting. 
It is n shn1e the puh~ishers did net 
mole QLAG nvn\~nb~e en cartridge ns nn 
cpticnn~ extra for those renders who 
wanted tc produce their games qu\cK~y 
without having tc type in the 
generator prcgrnm. 

The options presented by DLAG are ~ile 
a cut-dc~n version cf The Dui~~: 

PRESS !HI CIJRRECT NUABER Tll: 

LIJAD DATA FRIJ~ AICRIJDRIUI <I> 

ALTIR THI "AP (2) 

ALTER THE IJBJECTS (J) 

ALTER THE AIJNSTERS (4) 

ALTER THE CHARACTERS (5) 

END THE PRIJGRA~ (6) 

It is hest tc rend the heel thcrcugh~y 
before using the program, as there is 
~itt~e on screen he~p offered. 

There are ~imitations le the types cf 
gnmes thnt con be produced with DLAG, 
therefore cnrefu~ p~nnn\ng is required 
before you sit at the QL Keyboard to 
ensure that you ~i~~ create a unique 
and interesting gnme. Bridge and 
Richnrds suggest that with cnrefu~ 

-

-



BOOK REVIEW 
continued 
design, you witt be abte to create an 
adventure wh i ch co•bines both co • bat 
and puzzle ete1ents. It is unli Kel y 
that ga•es produced with QLAG witt 
equal the output of Gitsoft ' s gau 
generator, but interesting games could 
stitt be produced. 

As an incentive to typing in QLAG a 
si•ple adventure i& included in the 
hooi, Rt ADventure <RAD woutd you 
believe?), This should de11onstrate how 
to use the adventure generator. 

In addition, it is explained how 
si•pte graphics can be included in the 
adventure gn • es you create with QLAG. 
At the present, the QL version or The 

~ Ruitt tacKs the ability to include 
graphics in its gn•es. 

Though • uch of the hooK is doled, 
adventure ga~es on ntt co mputers 
having progressed quite a b\l \n the 
past four years, it is stitt worth 
reading in 1988. And even though The 
Quilt is available to RL adventurers, 
it is educational to exn11ine the QL 
Adventure Generator to see how two 
progra11 11 ers have tacKled the lns R of 
produci ng adventures in SuperBASIC. 

~PC Software of Nottingha11 are 
advertising the boo K at the li 11 e of 
writing, and the price is a few pounds 
less than \l was originally. Buy now 
white stoc f. s tast' It woutd be a sha me 
to • iss it al such a bargain price. 

~ichnet L. Jac Kson 

~ sad editorial note. I was hoping to 
gel a few of these to ma Ke avai l able 
to RLAF subscribers, but ~PC infor1ed 
• e that they are out of stocK and are 
unliKely lo gel hold of any 11ore. So 
\f you 'ye got a copy that you want to 
sell please advertise in the s 11 nll 
ads. Ot herwise it ' s a trip to the 
library for you - and the hest or 
tucK. If anyone has written an 
adventure using this syste m please let 
us lnow how you gel on . 

Richard. 

Furl her nol e: 
I actually 1nnnged lo pic K a copy or 
this up in a computer shop in 
Hnverford West bul at lhe rutt price ! 
<Curses> If so • eone felt liKe writing 
le the authors they •ay tel lhe qlag 
co•e into the public do1nin, now that 

r- lhe QL is practically dead as far as 
large scale sales go. 

h chard. 

In an tL8Ft De had a sh•rl piece •n 
the Ca~e 8d~entvre, in ohich Shone 
sh•ced h•c far he had g+l. I ha~e had 
an•ther g• at this ad~entvre, aided ~g 
s••• elves gi~en in a PC •ng and ha~e 
•anaged I• get a ~it £vrther +n. 

In particvlar I ha~• s+loed the 
pr+Liu (I h•pe) •£ the lr+ll, and 
oith it, that •£ the ••erald. 1£ g+v 
re•e•~er g+v can gel I• the e1erald ~V 
saging pl+oer in the Y2 r•••• ~vt 
getting +VI again svccess£vllg is 
an+lher •alter. The s•lvli+n I• this 
pr+~le• in~•l~es le+ parts. Firstlg g+ 
inl• the ••erald r••• Dith g+vr la•p, 
get the e•erald, ~E inl• the dark r• • • 
I+ get the pgra•id, relvrn then dr+p 
the la1p 1 g• vest then chen g+v can 
get n• £vrther dr+p the e1erald and 
retvrn I• get the la•p and retvrn I+ 
the Y2 r•••· 1£ this is d•ne c+rrectlv 
(and l '11 l uu it t. gn t. uric n I 
the exact c•••ands !) the the ••era Id 
oill ~e accesi~le £r•• an+lher 
directi+n. 

T+ get I• the ••erald v+v ' ll need I• 
~. carrving the g+lden eqqs- S+ d+n't 
plvgh the• ~aclc I• the ~vilding ohen 
1•v get the• - the kegs and s••• f••d. 
•nee 1•v ' oe g•t the eggs g+ vest fr•• 
the +riental r••• then so I• the l+nq 
cinding c+rrid+r, thence t• the chas• 
ohere 1•v'll ~e faced oilh a lr•ll. 
lle ' ll deund a 1+11 (d+n ' l theg 
alDags!) and I• pag hi• lhr+D the eggs 
at lr+ll. (Ci~ing dusn' I o+rlc here.) 
•nee •~er the chas• 1•v can either g+ 
~E I• a speclacvlar ~ieo and pick vp 
s••e spices •r SE I+ the ~ear, (+r 
indeed d• ~+lh). The ~ear,l• ~e 
vse£vl, needs feeding. S• ha~ing fed 
the ~ear vnl+ck the chain and the ~ear 
Dill ~e V+VrS, T+ relvrn past the 
lr•ll si•plg dr•p the ~ear and he ' ll 
chase aoav the lr•ll. 

light that •eans that, acc•rding I• 
••si ~ersi+ns •£ the ga1e 1 De ha~e 
+nlv I+ find and lcill the drag•n and 
gel the 1nl I• trigger the end go••· 
!Ins, neither Shone +r •vsel£ haoe 
c••• acr+ss the drag+n s•, dear 
readers, it's Lack I• v•v. Is there a 
draq+n, and i£ s• ohere is it1 •nee 
ce ' ~e svssed that +ut l ha~e a 
s•lvli+n I+ •lher oersi+ns that sh+vld 
let vs c .. plete the gne, hi lhal'll 
ha~e I• coil f•r an•lher issve •£ 
U8F!!! 

Richard. 



WORM ADVENTURE 
ADUEHTURE URITTEH BY TOM BLADEH 

This adventure is oval table fro• 
QUANTA to all of i ts • nbers 1 free on 
DISK_87. A te xt-on l y vers i on is also 
available free on DIS K_86. ( If you 
have only • l crodr i ve s , the respective 
l i braries are LIB_87 and LIB_88. HB 
you need three •lcrodrive cartridges 
for LIB_88). 

The graphics version has been enhanced 
by H.Tay lor, uho added a text 
co•pres s ion technique and a split •ode 
progra• (both fro• the QUANTA library ) 
uhich has enabled the graphics to be 
displayed in MODE B, uh i le the text is 
displayed in MODE 4. I • yself, have 
nou just co•pleted adding the 
finishing touches to a TURBO'ed 
version of the program uhich uill 
enable it to run on any Ql version - a 
bug in the progra • had prevented th i s 
earlier- and have nou re-sub • ltted it 
to the library. I in tend in the future 
to also update the MDU version and the 
text-only version. 

So , uhat i s the adventure all about? 
A uor• uho keeps the peace in the land 
has been kidnapped by the evil u i zard 
and you •ust set out on your • i ss lon 
to rescue the uor•. On the uay there 
are lots of d i fferent ta sk s to 
perfor•, but all of thea are very 
log ical and uell connected. <Mi nd you, 
I do query that a squirrel should be 
carry lng a torch around u i th l t ?) An 
exa•ple of the logical solutions is 
that once ins lde the castle <can you 
f l nd i t I uonder> there i s a dragon to 
contend uith. Hou the only uay to put 
out the dragon's fire i s to give it a 
large ice cube to eat, but if you try 
to pick up the ice-cube, you uill f i nd 
i t uill • ell very quickly unless you 
are carrying soaething to keep it 
cool. 

The adventure even includes a real 
tl•e fight s equence against the uizard 
although the prograa's log i c • ay need 
a little cl ear i ng up here, si nee all 
you have to do is to ualch uhal the 
uizard is doing and you uill defeat 
hi• easily. Still I guess the author 
didn't uanl this part to be too 
difficult, especially since once you 
have opened the uay i nto the castle , 
the u i zard uill co•e out and find you 
uherever you are. 

On the uhole the adventure is uell 
thought out, and \here are several 
h ints to help you a l ong your uay. 
These hints are in the fora of s i gn s 
uhich appear at several of the 
locations, and even in soMe ob j ects' 
The graph i cs for• the lop quarter of 
the screen and include so•e sprites 
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such as uhen the dragon has been 
upset. These graphics are excellent 
and do not slou the ga•e doun very 
•uch, even though they are loaded froM 
disk, s i nce once you have been to a 
location once, the graph i c 
representation for that location is 
ava i lable i nstantaneously. 

I uould indeed thoroughly recoaae nd 
this adventure to anyone, and if you 
are thinking about joining QUANTA, 
this prograa • ay just suay your 
decision, especially ulth the 
knouledge that there i s also another 
excellent adventure in the library by 
To• ( ' JEUEL ' ) and a l so the graph i cs 
progra• and text co• presslon progra ms 
used in this adventure are also 
available to me mbers of QUANTA. 

HINTS 
1) SQUIRRELS REALLY LOUE TO EAT ACORNS 
RHO MAY GlUE UP PRESENT S IH EXCHANGE. 
DON ' T EXPEC THEM TO CARRY TOO MUCH 

2> A V-SHAPED STICK COUPLED UITH A 
RUBBER BAHD MAKES RH EXCELLENT 
CATAPULT 

3) RIUER BEDS ARE EXCELLENT PLACES TO 
DIG 

4> THE SHA KE IS RH ADDER. YOU HEED 
SOMETHING TO COUNTERACT THIS BEFORE 
YOU PICK IT UP 

5) NORMAL SHOES Ulll SIH K IH THE MUD 

6) THE STONE IS HOT OHL Y A UEAPOH, 
BUT CAH ALSO SHARPEN EDGE S 

7> THE TREES HAUE THINGS HIOOEH IH 
THEM 

8) READ THE MESSAGE S OH THE SIGHS 

9) THE DRAGON ENJOYS EATING I CE, 
UHFORTUHATEL V ? 

18) THE BIRD Ulll TAL K FOR SEEDS 

11) THE LEECH CAH EXTRACT SOME BLOOD 
FOR YOU 

12) PIHE NEEDLES CAH SERUE All YOUR 
MEHDIHG ' HEEDS' 

13> THE DOG REALLY LIKES BOHE S 

14) THE BALLROOM ISN'T USED FOR DANCES 
- TRY ANOTHER TYPE OF BALL THERE 

15 ) CET THE MAGICAL SUORD AS SOOH AS 
YOU ENTER THE CASTLE - IT'S YOU R OHLY 
PROTECTION ACAIHST THE UIZARD ! 

REUIEU AHD HINTS BY RICH MELLOR 

-



One or t~o ~ords concerning "Quest for 
the Dragons~ord", Overall, I felt that 
your revie~ uas quite accurate and 
fair. <I thought that QL Uorld ' s ~as 
as ~ell apart fro• their "liaited 
vocabulary" coaaent.> 

The gaae ~as originally started in the 
suuer of 1985 using the Quill systu 
on a Spectrua <or rather a couple of 
Spectru•s>. !an Uard, Malcolm Johnson 
and I had just finished school and I 
suggested trying to Quill an 
adventure. This took all su1111er, as ue 

rl idn't plan anything, just making it 
JP as ue ~ent. The 'finished' version 
~as auch saaller than the present QL 
adventure, left 38 bytes free in a 48K 
Spectru• and had •ore bugs than ~e 
ever realised, despite intensive 
debugging and testing. Ue tried to 
•arket it ~ithout success. 

Shortly after, Malcol• and I purchased 
QL ' s at the ne~ price of £288 and I 
tried to convert the oa•e into 68888 
•achine code. Halfuay through this 
horrendous task, I discovered that the 
QL Metacoaco Asseabler has an object 
code liait of 32K, uhich thankfully 
brought this project to a halt. About 
the saae tiae, Cilsoft released the QL 
version of the Quill, so ue bought 
that and took the opportunity to 
dra•atically iMprove the ga11e. 

The greatest feat of engineering ~as 
~he loading screen. This uas 

<ransferred fro• the Spectru• to the 
QL, by 'beep i no· it in binary on the 

s 

SpectruM, aaplifying the beeps and 
reading the• in by PEEKing the QL ' s 
netuork port. I then had to unscra•ble 
the SpectruM's ueird screen foraat and 
tidy the picture up ~ith various art 
packages. QL pixels are shorter and 
fatter than the Spectrua · s, so the 
picture ~as squashed vertically and 
stretched hor i zontally, so the girl in 
the picture uas transforMed fro• being 
sli• and elegant to be i ng short and 
fat!!! I had to redrau her head and 
drastically alter the shape of her 
body! The process improved the look of 
the dragon though! 

Uhen the game ~as finished, ue tried 
to save it, only to f i nd that the 
early version of the Quill had a 32K 
code l i 11 it, s o I had to get G i l soft to 
supply 11e uith a corrected version. 
They had been una~are of this bug 
until! told the. about it. 

After all th i s uork (2 years on and 
off) and ue have only just •anaged to 
break even, due to high advertising 
costs <and large advert isaents). 
Still, ~e aren ' t too uorr led about 
that, Richard at Byleback look the 
financial risk and as he is a fr i end, 
I' • glad he didn ' t loose any •oney 
over it. Any further sales uill be 
profit (houever saall) and aoney aeans 
beer to hard up students! Still, if 
people enjoy playing it then that's 
the 11ain thing, I suppose, (although a 
profit uould be very uelcoae, of 
course). 



QUEST FOR THE 
DRAGONS WORD 

Regarding the scenario, it uas ur it ten 
one afternoon last su1mer, as an 
afterthought, by Malcol• and •yself, 
partly to provide background 
infor1ation to the ga1e and partly as 
an exercise in 'Monty Python' style 
hu1our. 'Claire' uas Malcol1's idea 
and one uhich no-one else agreed uith, 
but he insisted. He uas also 
responsible for the name 'Kikiz Eddin ' 
for the head of the Adventurers' 
guild. ! ' 1 afraid that 'Sir Lilipoof' 
uas 1y idea, as I uanted a name that 
sounded least like a brave 
dragonslayer. Ue sought the opinions 
of several people about the scenario 
and found luo general responses. Quite 
a nu1ber of people thought it uas very 
funny, uhile others (such as 1y IUI) 
shared your opinion. Ho offence uas 
1eanl to anyone (including the H.U.M. 
about the Miners· strike jibe and the 
V.T.S. My sister got a very good job 
through the V. T .S ,) Ue del iberale ly 
kept 1osl of the excessive corny 
hu1our out of the ga1e, although odd 
bits crept in. Ue did try to hide a 
lot of aore subtle <or at least less 
obvious> jokes and puns in the gaae 
though. The 1ost extre1e dsecription 
that ue put in (probably under the 
influence of alcohol> uas:-

'Ye are not going to give you a 
description of this object, as ue are 
uriting this at 11 o ' clock at night, 
and ue are all tired and hungry and 
uant soMe chips but nobody uill agree 
to go across the road to the chip shop 
to get us so•e.· 

Fortunately, I accidentally crashed 
the QL just before this uas saved and 
ue couldn't be bothered to type it in 
again. The proper description uas 
entered the next day uhen ue felt 
better. 

!an Foot 

VEP.V OBSEP.VANT P.EADEP.S ~AV 
NOTICE ONE OP. TWO SPELLING 
AND SI~ILAP. ~!STAKES IN 
THIS PUBLICATION. 

THESE HAVE BEEN INCLUDED 
PUP.ELV FOP. THOSE PEOPLE 
WHO LIKE LOOKING FOP. SUCH 
~ISTAJ::ES. 

KIND AP.EN'T WE 

CLLJES 
'Descartes the Stuffed Fish' is not 
difficult to converse uilh as long as 
you knou uhat to say to hi1. If you 
don· t knou, go to your local library 
and I ook up Descar tes. (then look up 
de horses. Silly ed) The ansuer can be 
found in the Encyclopaedia Brittanica, 
as uell as several books of 
quotations. Just type the correct 
sentence in and Descartes uil l reuard 
you. <Solving this puzzle is not 
necessary for the co1plelion of the 
ga1e.> 

RATS! ! ! This is probably the hardes l 
puzzle in the gale. Prevention is 
better than cure for bubonic plague. 
Perhaps soaelhing to uard off sickness 
Might help. Escaping fro• the church 
requires the (unu illing) co-operation 
of the rats and remember that the 
easiest solution is not aluays the 
best. 

If you are lost in the •ounta ins, 
there are tuo uays out, one is an easy 
path, but uell hidden and the other 
takes •uch longer and is often 
discovered ace i den la ll y. 

The first part of the suord can be 
discovered by Monkeying about, 
although th i s is a giant problem! 

Don't be loo greedy if you uant to 
obtain the second part! 

The key to the third part has been 
allared! 

The fly shouldn ' t enter the spider's 
parlour by the front door! 

Ha l i los is can be a real life-saver! 
<Difficult one this!) 

!an also says 'I am not uilling to 
provide the co•plele solution to the 
ga1e, but I uill provide more specific 
clues if asked. (£5.88 notes are also 
useful for extracting clues fro• 
•e!!!) 

(If you uish to contact !an, urite c/o 
CCH Services or Byleback) 

!an Foot 
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CONFESSIONS OF 
AN ADVENTURE WRITER 

OR ••• HOU I UEHT ABOUT URITIHC MY 
FIRST ADUEHTURE PROGRAM 

OR ••• 

1881 Uays to aake your adventure 
boring and coapletely unplayable, 

by S hve Su tton 

My original introduction to adventure 
gaaes uas by uay of the very first 
such prograa by U i ll le Crouthe r 
<updated by Don Uoods) uhich I 
acquired at uork (before the hoae 
coaputer revolut i on) and ran on a DEC 
aini - coaputer. Since this aagical 

,--.... beginn i ng <at least it enchanted ae) 
have played, uith varying degrees of 
success, se veral other ga aes both at 
uork <lunchtiaes of course) and at 
hoae on various aicros. 

Being the sort of bloke uho can't 
resist copying a good i dea, I started 
uriting an aduenture of ay oun on the 
DEC ain i I had access to at uork <yet 
aore uasted lunch/coffee/tea breaks 
and late evenings •• ,), this gaae uas 
called IMACIH <only 6 letters alloued 
for the DEC filing sys lea) and 
ultiaately it led ae to urite APT for 
ay QL, but that ' s another story ••• 

For no good reason, other than it 
happened to be the on l y language 
available to ae at the l i •e, I urote 
th i s gaae in FORTRAN. This i n i tself 
caused lots of probleas (i f you think 
it's diff icult to use the QUILL 

~adventure uriter just try start i ng 
froa scratch uith SuperBASIC say, the 
FORTRAN I had to use uas very 
priaitive coapared to SuperBASIC). 
More i apor tan tl y though, I a a de a lot 
of aislake s uith the uay I constructed 
the gaae, both in teras of the uay it 
uorked and also in uhat features I 
included i n it. 

This article is really a collection of 
ay experiences after having eabarked 
on uriting a substantial adventure 
gaae. Substantial? IMACIH has over 228 
locat i ons, 139 objects and a 
vocabulary of ~59 uords <the QL 
adventure I have nou uritten <IMAGINE> 
that is ' cloned ' fro a IMACIH is a a ere 
199 locations and 69 objech). If you 
are teapted to th i nk that this 
specification doesn ' t sound like a 
very big gaae, after all there are 

,_ several gaaes available for hoae 
atcros that boast a siailar nuaber of 
location s and objects, then aaybe the 
overall size of the gaae, about ~59K 

of total data/progra a space uill 
conv ince you. 

IMACIH is still being played, fro• 
tlae to tiae, by interested persons at 
uork. If anyone has access to a DEC 
PDP/11 that runs RTII or TSX operating 
systeas and uould like IMACIH then do 
get in touch, I'll gladly send a copy! 

I tried to put a lot of the features 
that I liked fro• the various gaaes I 
have played into IMACIH, as uell as 
includ ing several coaplelely neu i deas 
of course. At the saae tiae, I 
atteapted to exclude all the features 
that I disliked i n other gaaes. 
Despite all the original good 
intention, I aust say that it is UERY 
diff icult to des ign a text only gaae 
that can aainta i n a high leve l of 
interest for a uide variety of 
players. I have learned a lot fro• 
IMACIH, but I still consid•r ays•lf a 
novice uhen i t co aes to ur i ting a good 
adven lure <I · • getting better though, 
honest!). 

IMACIH is a gaae of logic. It has a 
very l oose the11e, bas lea lly the player 
uakes up one aorn i ng to find 
theaselves in a strange roo•. The 
object of the gaae is to find out hou 
to get hoae to the ·real · uor l d. R ll 
the usual sort of things like aagic, 
aonsters, r i ddle s etc. are included, 
but I also relied a LOT on log i ea l 
reason i ng to provide the solut i on to 
aany of the problems presented in the 
gaae. 

I also i ncluded several quite novel 
features in the gaae, for exaaple, the 
gaaesaan and the nagging uife <the 
uife is also included in IMAGINE, so 
uon ' l le ll you loo 1uch about her !) . 
The gaaesaan is a uay of including a 
board gaae (o the ll o) as part of the 
adventure, the player has to play and 
uin a gaae against one of the 
characters in the gaae before they 
can continue beyond a certain point. 

IMRCIH uas continuously developed and 
iaproved in the light of various 
critic i sas I received about i t. These 
co•aents uere absolutely essential to 
the developaent of the gaae, if you 
choose to discount everything I say as 
rubb i sh then f i ne, but that i s one 
point I uould aluays recoaaend -
aluays get coaaents fro• as aany 
people as you can about any gaae you 
ur i le, it i s a rare person uho can 
urite a really good gaae uithout such 
help, even if i t ' s only at the 
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MORE CONFESSIONS 
debugging stage. 

The critlclsls about lMRClH have been 
•any and varied. So•e just reflect the 
particular features that different 
people like or dislike. For exa•ple, I 
had equal but opposite co11ents about: 

the othello ga•e- loo easy/loo hard 
startup infor•alion - too co•plete (ie 
gives loo 1uch auay I inco1plete (le 
should have given •ore help uith 
certain aukuard proble•s 
location descriptions - loo 
descriptive, especially uhere details 
aentioned don ' t correspond to uords or 
objects the ga•e actually knous about. 
So•e people thought •Y descriptions 
uere 1oslly too brief though ••• 

and so on. All this goes to shou that 
you can ' t please all of the people all 
of the tiu! 

After spending so•e li•e thinking 
about the various co••ents •ade, I 
uould list the follouing points as 
typical proble•s I encountered uith 
IMAGIH, and also so•e •ore general 
do's and don'ts that ca1e out of the 
er it ic ins. 

On the uhole I included •ore locations 
than uere really sensible. Clearly 
so•e nodes <places) should be included 
in order to pad the ga•e out and to 
prouide a •ore interesting 'uorld' for 
the player to explore, but I uould 
reco11end that no •ore than I extra 
node be added for each node uhere 
so•ething interesting can happen, be 
i t an object to be found, soae •agic 
effect or uhatever. 

In a si • i l ar uay, the nu•ber of · red 
herring' objects should be li•lted. 
IMAGIH originally had •any •ore 
redundant objects than useful ones and 
several of the people uho have played 
it spent a lot of ti•e trying to think 
of so•ething useful to do uith •any of 
these. Again, I uould reco11end a 
ratio of AT LEAST I useful object for 
every redundant one. 

I found that it is a luays a good idea 
to provide alternative uays of solving 
all proble•s that govern hou far a 
player can co1plete the ga•e. One uay, 
the si1ple uay, should be tile 
consu•ing, lose the player points, 
possibly create other restrictions 
later in the gau, but at least should 
provide a uay of keeping the player 
interested by providing a route to 
proceed in the event of their not 
being able to solve the puzzle in the 
correct (hard) uay. 

Hever underestl•ate hou difficult 
proble•s •ight be for the player. 

found that •any of the puzzles in 
IMAGIH uere si1ply too obscure, 
lnltlally, to allou the• to be solved 
uithout hints, Try to 1ake sure that 
there is an adequate clue to help the 
player if you do include any difficult 
proble•, by adequate I 1ean that the 
clue should not be too obscure, 1ake 
sure that the player can reasonably 
easily figure out that a clue does 
actually relate to the proble• it is 
designed to help uith. Don't 1ake up 
puzzles that require too 1uch prior 
knouledge fro• the player. It's OK to 
assuae that the player has a 
reasonable general knouledge, but not 
everyone is fa•iliar uith Physics or 
Greek Mythology, etc. If you do set a 
proble• that requires such specialised 
infor•ation then a hint or possible 
alternative solution should be 
included, 

Repetitive puzzles get very boring. 
The first tile you have to search for 
a key before you can unlock a box i t 
is quite fun. If every container uorks 
this uay, houever, then it gels to be 
extre•ely tedious. 

On the other hand, there are occasions 
uhere repeating a proble• used 
previously in a ga•e can be a god 
idea. IMRGIH had one such repeat uhich 
nearly everyone liked. Th i s involved 
disguising the proble1, the second 
ti•e, so that players are d i stracted 
fro• the obvious solution. The actual 
trick I used uas that early on in the 
ga•e it is necessary to realise that 
you can •ove a heavy chest <by PUSHing 
or PULLing i l) in order to reveal a 
hidden staircase, nothing very 
re•arkab le in that. Houever, later in 
the ga1e I do exactly the saae thing 
but this ti•e the object that •ust be 
•oved has apparently re•arkable 
properties. In fact I •ake it a KLEIH 
bottle (a container that can contain 
itself!), so far everyone uho has 
encountered this tried all sorts of 
other things, often re•arkably 
inventive, before realising just hou 
siaple a puzzle it really uas. 

Pay particular attention to the 
logical correctness of your ga•e. 
There is nothing uorse than being 
given a clue or an instruction is a 
ga•e only to find that it uas si1ply 
urong! For exaMple, IMAGIH tried to be 
helpful to the player in •any 
situations by providing a suggestion 
uhen certain co••ands failed. Say the 
player gives the co••and ' TAKE THE 
SHOVEL·, if the\,1 are already carrying 
too 1uch then they light get the 
response ' You haven ' t enough strength 
to carry that, try dropping so•ething 
to lighten your load.·. This is fine 
in this case, but it is i 1por tan t to 
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LONFESSIONS 
aake sure that the object really CAN 
be picked up if the player does as 
requested. In IMACIN there uere 
several objects that uere si•ply too 
heav~ for the player to •anage even if 
the~ discarded ALL their possessions: 
in this case the response only has the 
effect of •aking the ga•e tedious. 

Partl~ as a result of cop~ing features 
on so•e •ore recent ga•es and partly 
as a general desire to •ake IMACIN a 
'sophisticated' gau I initially 
included so•e co•aand struciures into 
the parser <that's the part of the 
prograa that decodes the co••ands that 
the player types in> that proved to be 
~oo co•plicated. 

For exa•ple, I original!~ provided a 
sponge to allou liquids to be picked 
up b~ co•aands such as 'fill the 
bottle uith uater using the sponge'. 
An interesting idea but not altogether 
practical. In the end, after a 
universal failure of ANYONE actually 
uorking out hou this coa•and should 
uork, I uas forced to i ne l ude the 
siapler co••ands ' fill sponge uith 
uater ' and 'soak up uater in sponge ' 
as uell as coaaands such as 'squeeze 
uater into bottle' etc. 

Generally, everyone uho has played 
IMACIH so far has aluays li•ited the 
coaaands they try to one of three 
general forms. These are ·verb · , ' verb 
noun' and finally ' verb noun noun ' . 
Additional uords such as 'the', 'to' 
~r ' uith' etc are often <although not 

luays> redundant. Of course there •ay 
oe adjectives required to adequately 
distinguish each object, but the basic 
structure is still the sa•e. 

You u ill gather fro• this that I a a 
not auch interested in adventure gaaes 
that boast parsers uhich can cope uith 
•ultiple co••ands or that offer soae 
sort of s~ntactical analysis of 
coaaands. On the uhole I think, fro• 
ay observations of hou people actually 
PLAY ga•u (aine at least>, such 
features are a uaste of ti•e. 

There is no reason uh~ paths should 
travel in straight lines ln an 
adventure. For exa•ple, if ~ou go 
North fro• soae location then the neu 
place you arrive at need not be to the 
North of your starting point, thus 
going South aight take ~ou to a third 
~l ocation rather than back to uhere you 

.tarted. This sort of 
non-reversability can add to the 
challenge of a ga•e in so•e 

situations, in a •aze for exa•ple. 
Houever, if ALL routes are tuisty in 
this uay then it si•pl~ •akes the gaae 
aore difficult to explore but adds 
little to the fun in doing so. I had a 
lot of adverse coaaents initially over 
this, subsequently I aade nearly all 
the paths in IMACIH reversable, EXCEPT 
in the aazes. 

It is helpful to provide details, 
either stated or iapl led, in the 
location descriptions, that indicate 
uhich directions have paths. If this 
isn't done then the player aa~ spend a 
lot of ti•e •ethodically checking each 
direction at each neu location in 
order to · •ap' the gaae. Of course, an 
alternative is to suppl~ a aap uith 
the gaae, houever I think part of the 
fun is in exploring so I uould alua~s 
choose HOT to supply a aap. 

In soae local ions it aay be a part of 
the intended challenge that soae path 
is hidden. In this case it is possible 
to use a location description 
so•ething like ' there are nuaerous 
paths fro• here, obvious routes are to 
the Hor th and Southeast' , this then 
leaves the player to discover the 
other, possibly inaccessible until 
soae task is co•pleted, routes. 

I notice that people uill co••only 
aiss a lot of inforaation that aight 
be put into location or object 
descriptions. If so•ething is 
essential to co•p le te the gaae then it 
shout~ occur aore than once or be 
stressed in so•e uay. 

Mostly, there is a problu uith 
aaintaining interest in a ga•e once 
all the eas~ bits have been solved by 
the player. Basically, once the player 
runs out of ideas about the bits they 
haven't solved yet then unless 
so•ething happens to spur the• on the 
gau uill quickly be abandoned. 

I think this is a general problea uith 
adventure ga•es, you quickly get 
interested in the initial gaae 
environaent and solving the puzzles 
first encountered, but unless 
soaething unusual happens or you 
continue to •ake steady progress in 
solving the ga•e, it uill ultiaately 
becoae boring. 

IMACIH uas particularly bad in this 
respect to start uith, the sort of 
coaaents I got uere ' IMACIH uas OK but 
not •uch happened ' or ' I couldn't see 
uhat I uas supposed to do'. 

The only advice I can offer for this 
proble• is to aluays try to think uhat 
the player uill try to do and cover as 
aan~ alternative avenues as ~ou can 
think of that the pla~e~ •ight pursue 
at ALL the stages of the ga•e. It is 
aluays useful to see hou other ga•es 
shape up in this respect. Probably the 
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LAST 
CONFESSIONS 

be•t gaae I have played, to ay aind 1 
i~ called Magical My~tery Man~ion <on 
a OEC •achine again). This ga•e 
•anaged to keep soaething happening 
virtually ALL the tiae, I don ' t think 
I ever lost interest in it once <I 
stilt play it fro• tile to ti•e since 
I haven't 1anaged to solve it 
co•pletely, yet>. 

Looking at the uord count I think I 
had better drau this to a close. I 
could include a lot •ore exa1ples and 
ideas along the sa•e lines. Houever, 
d anyone is interested I could 
perhaps uaffle on about so•e details 
of hou I uent about actually uriting 
•Y first adventure <•uch of the logic 
I uorked out for IMACIH found it's uay 
into APT and IMACIHE). I uould uelco•e 
any feedback about these thoughts, 
especially positive criticis•s about 
any of •Y conclusions/ 
reco11endations, theu are, after all, 
only MY opinion ba••d on ay oun 
experiences. 

Steve Sutton, June 7 1 1988 
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Hints for 2Eut - fro• Nestor PatriEios 

The •a•e NW af the tang halt shout~ be 
lapped fro• a :Known entry point; the 
use af objects to marE Key points is 
~ery useful. Re•e•ber that 
descriptions are al•ost useless -
there are any nu1ber of different 
locations with identical descriptions. 

The •a•e abo~e the oYal room can be 
negotiated by perse~ering in a giyen 
direction, sidestepping obstacles, and 
returning in the opposite direction. 

Always be generous to dwar~es - eYen 
if you hnYe no food, giYing them the 
Lup wi. t l generally do the tricE <nn 
yau get the La1p bnci). Paisaned fc 
realty doesn't seem to •atter <except 
perhaps when fighting?). 

The green liquid near the tub is nn 
ntchemi.st ' s dream but is also an 
irritant - tongs are nee~e~ for the 
~i p. 

In the sa1e area, remember that 
whereYer the cossnt gees, sa cnn yau
thinE of a useful place to tos& it. 
lust of the OYUl rDDI you IUY fin~ nn 
undacu•ented descent. Both these 
routes len~ to the sn1e area whi.ch 
shout~ supply the legi.cat companion to 
an acE and a whole new range or 
poniht\t\es. 

That'& as far as I'~o~e get. Then i& 
se•ething Yi.tat to be done i.n the 
do1e~ ci.ty. It is te de, no doubt, 
with the spectral pednstel, but I ,......_ 
can't worE out what it is. 

Nestor Patri.li.os 



IMAGINE by STEUE SUTTOH 
PRICE £19.95 <or is lt £15, Steve? ) 
from SHADOU GAMES, if they ever get 
round to it. Otherwise from Steve 
himself. 

IMAGINE you're in a nightmare full of 
nasty monsters - a nibbler, a gobbler 
and <worse> a nagging wife. <Is any 
one else gelling fed up with this 
incessant sex i sm in adventure ganes -
where's the nagging husband, why are 
there so few female adventure heros, 
Ed. > 

IMAGINE you're reading a review by 
~meone who knows his way around the 

. rst adventure written on the new APT 
adventure writing system by the genius 
who invented it. A very vivid 
imagination is required here, mainly 
because the only reason I can write 
any sort of review is that Steve 
Sutton sent me a cartridge full of 
hints! 

Ste ve e xplained APT in detail in QLAF 
2, so I won ' t go into lt here, e xcept 
to say the end product <IMAGINE> is 
brilliant! You start off in a room 
uith a bo x and a few other bits and 
pieces lying around. You know, the 
usual adventuring sort of stuff - a 
torch, a lucky charm, a mouldy 
sandw i ch and a bo x that can zap you to 
kingdom come. 

I have to own up here and confes s I 
could get no further without help from 
~teve. Although everything you need to 
.,.et out of the room is here. And 
having got out of the room I still 
needed S teve ' s assistance to get any 
further. I uas in one of those 
infuriating situations where once you 
knou the answer to the puzzle yo u 
wondered what all the fuss uas about, 
but until then you come close to 
rearranging your QL with a chain s a w. 

You ' ll get some idea of the scale of 
IMAGINE when I tell you that the cheat 
sheet Ste ve sent me ran to 13 pages. 
It is HUGE! And then he tells me 
there's a version for EXPANDED Qls. On 
the uay you have to deal with a couple 
of monsters <at least I've found two -
there may be more>, a gremlin sort of 
thing that moves your markers in a 
Maze, appease a nagging housewife and 
do some gardening. Monsters I can deal 
~ ith; gardening and a nagging 

ouseuife I can do wi thout. <I thought 
adventures were supposed to be some 
sort of escapism Steve!) 

Anyway, having done the gardening and 
persuaded the nagging wife to leave 
quietly - thus unblocking the way 
south - I got stuck again, although 
judging by the cheat sheet there is 
just as much adventure left as I've 
done already. Somehow it doesn't seem 
right to review an adventure without 
finding anything to complain about . Sn 
I have. Call it nit-picking if you 
will, but once again vocabulary- or 
lack of it - has reared its ugly head. 
There is nothing so frustrating in 
adventures as finding that words used 
by the author in de s crib i ng locations 
aren't recognised by the prog. A ca s e 
in point is the larder · i n Imagine. It 
warns you about low beams but won't 
recognise the word " Beams" Or "unde r " 
for that matter. 

Imagine is definely not one fur · the 
beginner <see my review of Adventure 
Playtime) and I must confess that the 
theme isn ' t exactly my cup of tea. 
Gardening and a uife <nagg i ng or 
otherwise) are a bit too close to 
reality! Bring on the Ores, dragons 
and wizards - the stuff that dreams 
( or nightmares) are made of. 

Ho doubt there are a lot of QLAF 
readers who will disagree and I mean 
no disrepect to Steve when I say this, 
but surely an adventure should be a 
quest; rescuing damsels, collecting 
pot s of treasure and beating the bad 
guys. IMAGINE is about getting home 
again after being dumped i n a room and 
while it is a perfect e xample of lts 
genre (its type, for Sun readers ) I 
hope it won ' t spawn a generation of 
adventure s which involve shopping, 
doing the dishes and going to the 
toilet. 

But, putting my personal gripe to one 
side, IMAGINE is well thought out and 
the graphics are a delight. The 
screens are drawn in a matter of 
seconds and con1pared to ( for instance ) 
Mortville Manor they are superson i c. 
So what are you waiting for ? 

SHAHE McGARUEY 

SOLVED A BL ADVENTURE ? 
NOT SENT IN VOUR SOLUTION ? 
FEELING GUILTV ? 
FOR ABSOLUTION WRITE TO BL 
ADVENTURERS' FORUm TODAV AND 
ALL WILL BE FORGIVEN 
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STELLAR IS 
STELLARIS by D. CARMOHA 
Price £4,90 plu~ I •dY, Yat,p~p fro• 
MicrodriYe Exchange 

OHE of the better adYerts on telly 
these days feature~ a saall girl 
scoffing baked beans. She turns to her 
•u• and ask~: "If I eat enough baked 
beans, aua, 11 ill I gro11 up to 
be ••• Pri•e Minister?" Mu•, rather 
hesitantly, replies: "Er, yes 
Margaret" - and proaptly takes the 
beans a11ay. Yell no11 you can be pri•e 
•lnister - not just of Britain, but of 
an entire planet. And y\thout risking 
the chronic flatulence that is bound 
to result fro• years of eating nothing 
but baked beans! 

0. Caraona has co•e up 11ith a 
space-age adYenture/si•ulation that 
features YOU a~ an eaissary fro• 
Earth, sent to uard off the threat of 
inYasion by laperia, a nasty planet 
that could Yell be a co•bination of 
Darth Vadar ' s Death Star and uhereYer 
it is that the K l ingons l (ye. Anyuay, 
the general idea is that you ha Ye to 
zap around the galaxy, looking for a 
likely planet to take oyer uith the 
object of earning enough cash to buy 
aras, spaceships and the uhole Dan 
Dare bit to conquer laperia. 

The "gaae· (and I risk D. Caraona ' s 
ura th by ea ll i ng it such, si nee it's 
aore serious than that) is a 
coabination of text and graphics. You 
start off' by looking through the 
uindscreen of your spaceship and 
flying round looking for a race of 
likely looking •ugs to drag kicking 
and screaaing into the 25th century, 
or uhereYer you are. Having ayoided 
black holes and tiae uarps (black 
holes kill you and ti•e uarps zap you 
to a d i ff'eren t part of the galaxy) , 
it's tiae to check on the population 
and grain store of your chosen planet. 
By the uay, all the ti•e you are 
flying round the un(Yerse, laperia is 
conquering aor4 and •ore planets and 
getting closer. Once they conquer 
Earth, the gaae's up chu•. Once you 
haYe decided to land you haYe to land! 
Pay attention to the quite superb 
graphics ( a •ajor feature of 
Stellaris) and bring your •odule doun 
gently. It took ae several goes to 
acheive this, largely because I used 
all ay fuel up early and then 
free-fell the last I BBk• u i th 
catastrophic results. 

Once you haYe landed the progress of 
l•per la seeas to be curtailed 
soaeyhat, although relentlessly they 
a arch (or fly> onuards. Hou it ' s t i •e 
to sti•ulate the econoay, You ' Ye 

arrived in uinter (uith spring, sua•er 
and autuan to follou) and you are 
asked hou •uch grain you uant to feed 
to the people, hou auch grain to 
plant, hou aany people to uork in the 
fields, ho11 •any in the planetary 
brigade and hou •any people to uork in 
industry. Clue: You don't plant grain 
in uinter,du•dua, and uhen you do 
plant it, in the obvious season, you 
uon't see the results until autuan. At 
the end of each season you are shoun 
uhat your resources are in aanpouer, 
cash and grain. You are also shoun 
uhat the •orale of the population is. 
Ignore it at your peril. 

You also get the chance to buy stuff 
fro• the Federation <the good guys uho 
sent you on this harebrained aission 
in the first place). But it's not 
cheap in the early stages, although if 
you are successful as a leader you 
uill easily be able to afford the 
goodies later on. Keep an eye on your 
far•ing and industrial technologies, 
uhich drop by one point each season as 
the equip•ent you haYe becoaes 
out-dated. You can buy aore. 

There is •uch, •uch aore to this 
adYenture as you uill discoYer uhen 
you rush out to buy it. Unfortunately 
I don't knou uhat it is. Tuice I got 
to an adYanced stage of the ga•e only 
for the screen to go blank at a 
crucial stage. Try as I aight I 
couldn't retrieve it. That's gripe 
one. Gripe tuo is that I couldn't get 
back to the aenu to saYe the ga•e. 
Gripe three ( a ainor one, once I 
real \sed uhat the prob le• uas) is that 
as the •enu coaes up at the start of 
the game, you are told by the faithful 
QL that it is out of range at line 4. 
Type in aode 4 and then run. Problea 
solYed. Gripe four is that uhen you 
have lost all five of your allotted 
lives, the screen doesn ' t clear to the 
aain aenu. Hit ctrl and space to get 
into basic and type run - obYiously 
udh Stellaris in adYI. 

Yhile MicrodriYe Exchange progs do 
seem beset by bugs, the adyantage is 
that if you knou uhat you are doing, 
it's possible to put things right. So 
if Stellarls ls just your cup of 
galactic soup, put auay the baked 
beans and be prepared to go uhere no 
man has gone before. 

May the Force be ulth you ••• 

Shone McGarYey, Stardate 4.5.1988. 

PS •• Since I urote thls I haYe aanaged 
to flnlsh the gaae. laperia 
surrendered! 
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LETTERS 
Dear Richard, 

Please note that I have used QJUMP's 
QTYP spelling checku for this 
docu1ent, and it see•s able to keep up 
uith 1e, no latter hou fast I type -
Even if it has 1anaged to lag behind 
•• for so1e reason- aainly uhile 
QUILL is tidying up the docu•ent and 
therefore not printing out any uords, 
as soon as there is a break, as each 
neu letter is printed on the screen, 
QTYP checks it against its dictionary, 
so getting rid of the proble1 uith 
SPELLBOUND uhich can aiss out checking 
on uhole uords. Also, if you go 
backuards u i th QTYP i nvoktd 1 it is 
suitched on again as soon as you type 
another space, unlike SPELLBOUND uhich 
~u 1ust turn on again, 

also have a copy of Digital 
Precision's TURBO coapiler uhich they 
sold 1e at the cut doun price of 
£64.95- If anyone uould like to 
contact 1e about coapiling an 
adventure they have uritten, I uould 
be uilling to do so, so long as I get 
a copy and the adventure is given to 
QUANTA or at least offered at a 
discount to 1e1bers of QUANTA and 
readers of QL Foru1. 
By the uay, I got the £35 discount on 
TURBO by 1erely requesting the TURBO 
TOOLKIT on its oun, uhich DP no longer 
sell separa le I y. 
If anyone is having proble1s uith 
TURBO, or considering purchas i ng it, 
if they contact 1e I u i 11 tell thn 
the advantages and pit-falls (uarts 
and all) 
I a1 currently uorking on compiling 
STELLARIS out of QL UORLD uhich 1ay be 
~ interest to QLAF readers - There 
... ·e probltls involved- 1ainly since 
TURBO uon't co•pile a progra1 uhich 
opens over 16 channels. Houever, I 
have 1anaged to reurite most of it to 
overco1e this, and nou a1 left uith 
the proble1 of getting rid of the feu 
bugs uhich re1ain. 
By the uay, i f anyone is interested, I 
have co1piled the screen drauing 
routine in the excellent GOLF progra• 
published in QL UORLD, uhich aakes the 
progra1 1uch faster and therefore 
better. 

P.S. 

Yours Sincerely, 
Rich. 

I have a copy of TALENT softuare's 
CRAPHIQL+ (also knoun as QLPAIHT> 
uhich I uould like to sell due to 
upgrading to Digital Precision's EYE-Q 
~lt uould cost £24.9~ neu 

1HY OFFERS? 

Dear Richard, 

I've been rather busy lately, uhat 
uith one thing and another, so I 
haven't got around to sorting out 
quite a lot of things, APT and IMAGINE 
included! 

OK, uhat about APT and IMAGINE I hear 
you ask (ue ll actually I read the 
question fro• the note you sent to ae, 
of course>? 

Ue ll, the neus is that both APT and 
IMAGINE should shortly be 1arketed by 
Digital Precision. This arrange1ent 
has been pending for so1e tile but 
obviously I uas not able to say 
anything about it until the details 
uere sorted, both uith DP and Shadou 
Ca1es. 

I can ' t give too aany details about 
prices etc but I can confir1 that both 
APT and the gaae uill have various 
i1proveaents/upgrades 1ade. lt is also 
likely that APT uill have a neu naae 
<a rose by any other na1e,,,) , Don· t 
uorry, the hints I have sent you for 
IMAGINE ui ll still apply to the neu 
version (I'• not going to alter the 
gaae too •uch although it is likely to 
have soae refine1ents su~h as a fancy 
font for the text and probably so1e 
•ore sound effects), 

As far as a detailed tiaetable for the 
release goes, I expect that about 2 
months fro• nou is about the right 
sort of ball-park, houever, such 
deta i ls are really up to DP 1 of 
course. 

Let 1e knou uhat you think about the 
article. If there is any interest I 
could continue on a siailar vein uith 
another article <that is if other QLAF 
readers can stand to read it,,,,) • 

Keep up the good uork 

Steve Sutton 

IF VDU'D LIXE VDUE LETTER 
PUBLISHED IN BL ADVENTURERS' 
FDRU~. PLEASE SEND IT IN. 
TELEPATHV HASN'T REACHED 
PENCADER VET ! 
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In the first issue of QLAF I reviewed 
this game from Javid Systems, none too 
favourably I have to admit. However 
quite a feu people have bought it so I 
thought it a good idea to give a 
little assistance to those readers uho 
may be stuck u lth (sorry) in it. 

These hints were supplied by David 
Colyer of Javid Systems 

PHASE 1 

EXAM sock reveals KEYS to crew's 
sleeping quarters and the ammo 
coMpartment. 
If you take the spanner from Nobbie 
and give it to Robbie he will mend the 
spare engine so you can get the 
screwdriver. 
If you SPIN the globe clockwise, you 
can then UNPLUG torch. 
You can FIX buggy to trailer and ENTER 
and EXIT buggy. 
When you are suitably equipped, get 
everything to the Navigation Room and 
SPIN wheel clockwise, ENTER buggy and 
go EAST. 
<To which I'd add be careful when 
mapping the corridor, as i t's easy to 
lo s e track uhere you are if you keep 
going i n and out of rooms. Also you 
can load up the other characters with 
goodies as they'll follow you out 
without e xplicit directions or putting 
on their spacesu i ts . ) 

PHASE 2 

The uhee l brace is only required if 
you go to a location uith smooth s hiny 
walls and crash the buggy ( i.e. the 
ua ll acts as a mirror ) . However it is 
not necessary to go to that location 
so the brace is not really needed. 
You must REST at the crater to enable 
Admiral Cola to get the Star fragment, 
uhich only he knous hou to use. 
At the high boulders you must give the 
rope and peg to Dusty. He uill climb 
up and fi x the rope for you to go UP 
and get the ingot. 
You must visit the quicksand to get a 
vitamin tablet and save the admiral by 
GlUE rope to Robbie. 
It is best to put treasure in the 
trailer and give useful objects to the 
characters as the buggy brea ks doun a 
feu moves from the Moonbase. <If you 
haven ' t already driven between tuo 
rocks and wrecked the buggy - be 
warned) 
When you reach the Patroller shoot him 
and then take hi s clothing. Then dig a 
hole wi th the spade from Robbie and 

then bury the body. You uill need to 
return to the buggy to change into 
alien clothing. <Having done so you 
can drop the suit.) 
You can nou return to the Moonbase in 
disguise and can INSERT your identity 
card into the door. <Make sure you are 
carrying the paint. 
The key to the maze is in the 
direction. E.G. Sadly means South, 
Well means West, Seven means SE etc. 
Also the number of roads also 
coincides with the correct direction. 
To which I'd add, when mapping leo~ 
space for at least another locat il 
all round each discovered location as 
the distance between locations is not 
even (i .e. you cannot map it on a grid 
basis) 

Well that little lot should oet you to 
the end of phase 2 of Dark Stde of the 
Moon. If you're still stuck urite in 
and ue' ll see if anyone can help you. 

Richard . 

Interested in the 
Politics of 

New Technologies '? 

then subscribe to 
Black Chip 

4 pounds for 4 issues 
from CGH Services 
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STARBURST 
CHRIS SKELLERN 

ORIGINALLY PUBLISHED BY BLUE CRYSTAL 
SOFTUARE, I 

I . 
HOU AVAILABLE FROM C. G.H. SERVICES FOR 
£1.88 PLUS MEDIA, P&P 

As I urile this MY hands are aching 
after play i ng this game for over an 
hour, having used the cursor, clrl, 
all, and space keys to control this 
gau. That in itself is a tribute to 
the add ictivenes of Chr is Ske llern · s 
ga•e. 

In itself it breaks no boundaries in 
ler•s of ga•e design, being a 
Maze/Defender hybrid, uilh the player 
controlling a space ship as it 
negotiates a •assive •aze in search of 
pirate ships to destroy. And uhilsl 
one is about it, one gets plenty of 
~her installations to zap on the uay • 

• ving destroyed the 6 pirate ships 
you can then go on to zap the baddies' 
leader, but you uon't gel access to 
that area until all 6 pirate ships are 
destroyed. 

Controlling the space ship takes a 
little getting used to, and some of 
the vertical passages can be difficult 
to get into as one tries to •anouever 
the craft into exactly the right 
position . Still it's all part of the 
fun, and fortunately Chris has 
provided the space ship uith plenty of 
shield points so that accidental 
collisions are not a passport to 
instant death. Joysticks can also be 
used for directional control, but not 
gun aiaing. 

I had no idea hou •any screens one has 
~ pass through to destroy all the 

rate ships, and I'd hale to 11ap this 
unless I had a spare uall to do it on. 
<Uell ll'd be 1110re interesting than 
ua llpaper I) Mapping should be qui le 
possible as there are rarely more than 
4 exits per screen, so you could stop 
and drau a Map on each screen, or even 
print it out if you have a hot key 
duMp. Houever even standing still 
lakes up energy, so don't hang around 
loo long. (nb ue nou have a Map, it is 
in 2 sections, one I~ x 9, the other 
14 x B, a total of 256 screens. To 
help potential Mappers play starts in 
cell 4 on the lop rou, access to the 
botto• "half" is via a passage on the 
extreme right of the play area and the 
maze is evil.) 

The graphics are not spectacular, the 
background being a shade of pink I 
thought I'd seen the last of uhen I 
~ve up drinking, and the 

.slallations and your space ship are 
rather s11all. But they do the job, 

anything more complicated uould have 
taken up 11e11ory and possibly sloued 
the game doun. The screens flip rather 
than have continuous scrolling uhich 
can lead to annoyance at being lead up 
a dead end or into a hornet's nest. 
But that's what these type of games 
are a l l abou l. 

The caverns have a feu surprises in 
store for uou as uou flu around: 
shooting barriers pop-up unexpectedly, 
but these can be blasted and there is 
a large open space, about 3x3 screens 
large, uhich contains soMe heavy-duty 
battle-stations. These are quite 
fearsome and because you ' ve got so 
•uch roo• to move around in, gelling 
the right angle to blast them can be 
difficult, especially as panic all too 
easily sets in when trying to control 
the space ship. Uhal is uorse, the 
aissiles fired from these 
battle-stations intercept your oun 
missiles. If you can avoid these ! You 
uon't find any pirate ships flying 
around on your journey, they are all 
safely tucked up on their launch pads. 
One less thing to worry about. 

This leads on to perhaps the only 
really aukuard part of the ga11e. To 
change direction you use the cursor 
keys, but the guns are controlled by 
the control and all keys . But they're 
a touch loo sensitive to be sure about 
the effects of pressing them, so you 
can uaste precious time trying to gel 
the angle of your gun correct. To 
mi nim i se the damage done whilst you're 
floundering about trying to gel this 
right, I'd suggest a tactical 
uithdrawal to a safe place to get the 
angle of firing correct before 
returning to the screen where the 
enemy is. 

On other grumble: there is no save 
funct i on, uhich means that you ' ll need 
to set aside a hour or aore for this 
one . I believe i l was p tanned to have 
included this, plus a direction 
indicator, in an improved version of 
the game but Chris has, I beleive, not 
implemented this and the iMproved 
version will not be coMing out. As the 
game is 1001. machine code I don ' t 
fancy anyone ' s chances of rewriting 
the game to include these features. 
However neither is essential and would 
only make the game easier ! ! ! 

Value for moneu ? At £12.50 it uas 
reasonable, considering how SMall the 
QL market is, although with its 
unsophisticated graphics, you ' d 
probably pay less on other Machines, 
but now that Chris ha s decided to quit 
publ i shing he has Made Starbursl 
publ le do11ain, so CGH can make it 
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HACK 
HACI ADUINTURI - BY ~. SDIIR 

This is yet nncther nd~enture which 
exists in the QUANTA librnry. It cnn 
be Found en DISI_BZ (cost £J) er 
LIB_Z7 (cost £1) - the lnthr being n 
•icrcdri~e ~ersicn. Although the disK 
~ersicn is •ere expensi~e, it is the 
extrn prcgrn•s en the disK which cost 
the extrn, nncther two 1icrcdri~es nre 
needed to the the sn•e set er 
prcgrn1s. 

The prcgrn• is n 1nssi~e grnphicnl 
nd~enture, tnling you en n •ystery 
tour er n lnrge underground syste1 er 
cn~erns ns either n Fighter, n wi•nrd, 
n !night, n cn~e•nn, ern tourist. The 
iden nppenrs to be to rnce nrcund, 
picling up objects, trying net tc !ill 
the little dog which is ccnstnntly nt 
your heels <your only nlly> nnd 
picling up ns 1uch geld ns possible. 
The prcgrn• is 1nde •ere diFFicult by 
the Fnct thnt the 1nae is only 
re~enled to you n little nt n tile 
<nlthough one er the scrolls will tell 
you where geld exists en thnt le~el). 

UnFcrtunntely, this prcgrnm will only 
run en n QL with 64BI 1e1cry 1 se dig 
deep into your pocKets nnd get these 
1e1cry bcnrds stucK in tc the side er 
the QL. <~ind you it is the only 
nd~enture se Fnr tc need nn expnnded 
IlL to run (ns Fnr ns I llncw, nnywny». 
- It is o~er Z9BI or •nchine cede, 
which suggests thnt either the progrn• 
is ~nst, or it is ~ery bndly ceded, I 
suggest it is n co1binnticn of the 
two. Another proble• is thnt the 
progrn• will only run Fro• disK if you 
issue the com1nnd lLP_USI •d~ 
beforehnnd. I do not Know why, but 
when I used DP's IDITDR to nlter nll 
occurences of · •d~' to ·Hp ·, the 
progrn1 would net run, gi~ing n BAD 
PARA~ITIR error! 

The progrn• hns been copied Fro• 11 
111infr111e ~ersicn Df the progrnM, nnd 
hns nlso nppenred in diFFerent ForMs 
on the Co11odores <nlthough not so 
extensi~ely in those cnses). This is 
quite ob~ious when you see the 
progrnm, since it is n grnphicnl 
nd~enture, nnd yet does net 111Ke use 
er UDGs, using letters nnd other 
sy•bols to represent objects nnd 
nni•nls. So if there is n budding 
nrtist out therR with ti•e to de the 
UDGs, then plense Feel welcc•e to go 
nhend nnd nlter it, se long ns you 
re-sub•it the prcgrnm to the QUANTA 
librnry. - Dun it, I · d do it 11yself 
if only I hnd the ti•e, 111ybe o~er 
this SUIII!r,,, 

Also the progrnm hns been set up for 
use \n ~on\tor •ode, nnd \t \s 

difficult on the instruction screens 
to see so•e or the sy•bcls on 11 hu1ble 
TU screen, nlthcugh you cnn see the 
whole of the plnying nren. Don't 
people renlise thnt sc•e er us cnn 't 
nFFord to spend £25B on n ~onitor just 
to plny gnus on!! 

Besides the peer grnphics, the prcgrn• 
is quite enjoynble, e~en if nfter 
e~ery few mc~es you hn~e to nsK for 
help to find out whnt thnt '/' up the 
corner represents. I 1ust wnrn you 
though, the help screens nre 11nny nnd 
contnin n lot of cc••nnds which you 
cnn issue - if you cnn remember them 
thnt is! 

The gn•e cnn be rnther hectic, •ninly 
due to the QIDUnt of crentures nbcut 
the 1nae rnther thnn the speed of the 
gn•e, which is rnther slow considering 
it is in •nchine code. 

D~ernll I thinK thnt the nd~enture is 
n plensnnt wny to spend nn hour or two 
e~en if you nre just nbout to get to 
the lnst le~el when n troll ents you. 
It cnn be quite nddicti~e if you gi~e 
it n chnnce, nlthough I wouldn ' t 
recc••end to nnyone who liKes to sit 
bncK nnd thinE nbout proble•s in 
nd~entures <nlthough there nre se~ernl 
~ery good proble•s littered nbout the 
IQie), 

IF so1eone ndded so1e better grnphics 
to the gn1e 1 it could be n ~ery good 
gn•e indeed, nlthcugh it Might tnKe 
some worK. Net nmong the best 
nd~entures in the IIUANTA librnry, but 
is well worth 11 try. 

Rich flleUor 

STARBURST 
available at the ludicrously cheap 
price of £1 .ee plus •edia, postage and 
packing. At that price everybody 
should buy a copy! Uhat i s •ore, Chris 
has sent •e his copy of the •ap, uhich 
is a tad on the •essy side so uill 
need redrauing before it gets 
published. <Don't uorry, it uon' t 
s.po i l the fun as ue uon · t be • ar k ing 
the position of the pirate ships ! ) 

As for playabil ity, uell I'm off to 
have an oth er sho t at it, even uithout 
a save function, uhich is rare for •e 
I ' Huff sa i d ? 

Richard Ale xander 



the Heart Of ~ern 
HINTS TOWARDS A SOLUTION 

Firstly I must thank John Shau for 
providing an alaost coaplete solution 
to this adoenture, uhich kept me on 
the right tracks a s I atte~pted to 
soloe Heart of Gern. I say al~ost as 
John, as I'• sure he uon't aind ae 
saying, left out aany of the iaportant 
co•~ands. Still, so much the better as 
I uas forced to actually go through 
the uhole thing ~yself. 
Qell the first thing to do uith this 
adu@nture is to thoroughly read the 
accompanying cartoon strip as this has 
aany very iaportant clues. Take 
special note of the rhyme in the 
centre as it holds the most essential 
clues. Just to the left of it you'll 
~\e giuen your passuord to the caue 

complex. 
Right let's get stuck in. Ha~•ing 
uaited for the daun and called the 
requisite name you can enter the caoe. 
~s the rhyme tells you, here are 
guards uho must not see, so close the 
doors behind you and don't reueal the 
sun disc yet. This uill entail some 
touching of calls in this stage but 
euentually you'll be in a room uhere 
you can safely shine the sun disc, 
faced uith a yauning chasm <must be 
its bedti~e!). Here a grope around the 
calls uill gioe you something to touch 
that uill bridge that gap. 
Beyond here you face a bunch of 
statues uho gioe you a choice o£ 
directions. Remember that there is 
only one true uay, and that 's the one 
to follou. The next problem is the 
s tairs. These are rather odd and need 
testing and trying accordingly. Once 

~safely at the bottom of the stairs 
you'll see a figure in the distance. 
~uoid this and test the uall in the 
direction you'oe come from to reueal a 
secret passage uay and follou this. 
The next section is a test of your 
faith, so remember there is no 
alternatiue, so don't attempt any 
u-turns on the parapet and simply keep 
on going, euen if I here doesn · t seem 
to be anything beneath your feet! 
Euentually through a feu doors and 
archue~ys, you ' ll e~rriue e~t a he~!! full 
of drumming skeletons. Refer to the~! 
rhyme age~in to giue you the correct 
coaaand to get pe~st here. 
Once pe~st the dozen drummers drumming 
there e~re no me~ids a milking but 
re~ther Cl massiue pe~ir of stone doors. 
Here you'll need the help of one or 
tuo gods, so repeat uhat you se~id to 
get into the caues and read the 

~ inscription. You should then be able 
to uork out uho else to call, <I r>ust 
confess needed John's notes to get 
past this one,) I£ you can't uork it 
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out drop me a line or phone and tell 
you uho to call. 
Beyond the doors are some statues and 
you'll need to soloe the riddle to get 
the right suord, so haue a look at 
them all after looking at Barsh's, 1£ 
in doubt keep trying euery suord until 
you safely get past the aete~l doors. 
Hind you, you'll need to be certain o£ 
the floor beyond those doors but haue 
f Cl i I h. 
Here you'll come to the uolf ste~tue 
and a little gentle testing uill 
reueal a uery handsome casket, 
conte~ining the Heart of Gern. Close up 
the box lest prying ey es s ee you or 
you fall, and test the surrounding 
ualls until you find a oay out. ~nd 
once you're out you should find your 
old friend Basak uailing for you and a 
plug for the Fate o£ the Oracle. 
I hope I hcn•en't spoilt the fun for 
anyone uho has yet to cor>plel~ lhis 
aduenture. It certainly has some nasty 
surprises for the unue~rv and you'll 
often be stumped uhilst playing it, 
euen uith these notes. Can't uait for 
their next aduenture. 
Richard. 
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HINTS 

1. Go to •eQlS regulQrly - It helps to 
Eeep RYeryone hQppy. 
2. THI JDLLD~ING All ~HAT THI 
CHARCTIRS HAVI TO SAV ABOUT IACH DTHIR 

IYQ - In interior decorQt\on. 
Luc - In jewels. According to IYD, 
he is ' interesting, hQrd to 
under&tQnd, ~ut is worth the detour. ' 
- HI ~AV GIVI VDU SD~I LIADS 11 SPDIIN 
TO IN PRIVATI. 
Jul\Q - Died of e•~olis• of the lungs. 
Died suddenly Q& her heQlth WQ& 
i•proy\ng. 
Leo - ~QnQges Jul\Q ' & estQte. 
!do - Sews, rends. 
PQt - A corrupted go-getter. A 
•QnQger of Q perfu•e Co. 
J, A letter (dQted 15/2/51) DCCU&e& 
PQt of hQY\ng ~een forging the 
QCCOuntli, 
4. The ~ocl of Qn enYelope reYeols the 
following figures: 
9/12 Interest 518 Fr 
13/12 lxpenses 23 Fr 
19/12 SQle 12BJ Jr 
17/12 Cheque 1598 Jr 

1721 Jr 1721 fr 
S. Another letter (dQted 18/2/51) 
reYeols thQt PQt owe& Guy 5B,BBB frs. 
6. Vet Qnother letter (doted 5/1/SI> 
&Qy& the following: 
fro• IYD to Luc: 
' Guy lnows Q~out us. I hQYR told hi• 

eYeryth\ng. ~QX leeps pestering •e, 
but I Q• finished with hi•. He WQnts 
to be Qlone together with you. for you 
I would get Q d\Ycrce.· 
7. Note the dQteli- JuL\Q ' s Letter WQS 
nnt 15/2151. 
B. A pQrchaent in the desE drower in 
the ~ureQU contQ\ns the following 
aessoge -

"L\Xe D deep stony store, Q scL\tQry 
eye thQt point& towQrds the stQrs; the 
ortery thot \\nE& heoYen ond hell. Vou 
aust fQthoa these depths, Keeping hc\d 
of thQt which is, Qnd wi\\ becc•e, 
~ondQy, TuesdQy, ~ednesdoy, SundQy 
fro• ~cndoy 1st to Sundoy 1st, 
plunging fro• one dQy to the next, 
your ' is' or 'w\\\ hcoae'. Corrying 
your burden with \eYe QOd \\ght, the 
saQl\est oYers\ght wi\\ seoL your 
foh," 

-This is oby\ous\y Qbcut the welL. I 
~elieYe you need to go down the wel\ 
Qt night ti••• holding onto your rope 
ond with Q \ight in your hond, else 
you will drown. The dny& thea&R\YR& 
any suggest thot you cQnnot descend 
during the first wee!, but I na unsure 
obout this ot the ao•ent, since I 
hoYen't got D copy ot the acaent. 
There w\l\ be D secret possoge down 
the wel\ I ~el\eye, which w\\\ \end 

you to scae new \ccot\ons. 
9. Vcu connot stoy outside the house 
ofter 11pm unless you ore corry\ng one 
of the aony sets of Eeys which \\e 
obout the house. 
lB. The Qttic of the house conto\ns 
aQny usefu\ objects which you con 
explore ncraQ\Ly without Qnyone 
suddenly Qppeor\ng. 
11. The folLowing rooas ccntQ\n the 
fc\\cw\ng <there •QY be •ore in the• 
wh\ eh I hQYen · t yet r cund> : 
BATHRDDA : Shoy\ng Brush, Clothes 
BrUiih 
IITCHIN : Anun\hon C\s it •n ' s??>, 
Tennis Bo\\, Pipe, Cut- throQt RQacr, 
Tin of Point, PistoL, Sleeping Pills, 
Rcunhc NoYeL <ux ' s Qgo\n'?!) 
DINING BDDA : Plny\ng CQrds, Gun, 
HQ\rbrush, CnndLe, Jewelry Box Ceapty> 
ATTIC : Rope, Ree\ of ThreQd, f\ute, 
B\ncculQrs, A Curious D\Qgono\ Hc\e 
(\n the top of the chest of drowers>, 
D Retort, ~ooden Rod, Necl\oce, Bible, 
Purse, 0\d Bool, Pocl of Cords 
BUREAU : Aed\c\ne, Pen, Porchaent, 
Po\ntbrush, Rc•ont\c NoYe\, leys, 0\d 
BooK, lxpens\ye Ring 
BOB ' S RDDA : SuitcQ&e, Dogger -
~ARNING HI TENDS TO COAl IN ~HILl VDU 
Ail THIRI 
PAT ' S RDDA : lnYe\ope, Dossier, leys, 
lxpensiYe Ring, lngroYed Goblet 
IVA ' S RDDA : lxpens\ye Ring, Pen, Old 
BooK, Rope, Gc\d Ring, Purse, Glosses, 
Cent of Aracur, Dogger, WQllet, 
Lighter, hys 

12. LocK cLosely ot the shield, I o• 
sure it ccntoins o hint to the 
eyentuol conclusion of the QdYenture. 
13. ABOVE ALL Bi DISCRIIT. 
14. Be\ow is Q fu\\ \ist of QL\ the 
words understood by the odyenture -

ottoch, byposs, close, c\i•b, 
descend, eot, enter, exit, force, go, 
hide, \nsert, Xnocl, \coX, \\st, 
listen, Lift, open, p\oce, p\oy , put, 
rend, scrQtch, seorch, s•e\\, s\eep, 
sound, tole, tn\X, touch, turn, woit 

Rich Ae\ \er 

P\eose note thot I hod to refcraot 
the oacunts g\yen en the enYYe\cpe 
os Poge Designer 2 doesn't \\le hoYing 
tob •orEers in its text, so the 
Loyout en the enYe\cpe moy weLL be 
different. I olso notice thot soaeone 
con ' t odd up. Whether ! ' Ye inndYert
nnt\y introduced on error in retyping 
the text, er Rich aode on error in his 
!eying er, perhops •est \\Ee\y, the 
error is de\ibernte nnd conto\ns D 
subtle clue, I don ' t Know ! 

R\chord (editor nnd typist> 
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THE DOUBLE 
by Peter Ives 
pr i ce £4.00 + mdv,vat,p~p f~om 
Nicrodr iv e Exchange. 

THERE is a story, faMous among sports 
journalists, that tells of the 
non- League football Manager uho becaMe 
so fed up u i th being cr iticised by the 
sports editor of his local paper that 
he resiQned - and told the scribe that 
i f he thought he could do better, then 
he'd better get on uith it. 
There should, of course, be a happy 
ending to the story but the sad fact 
i s that our hero uent doun like a lead 
ba l loon, proving that anyone can talk 
a good game but actually doing the 
business is a different matter 

...-<1 l together. 
ell, move over Cloughie, here c omes 

the latest addition to the ranks of 
f ootbal l managers •• . NcGarvey! 
Thanks to Months of labour (a labour 
of love, I'm sure) by Peter Ives, you 
too can be a soccer •onager. Uhether 
you are a succe s s is entirely up to 
you, since this e x tensive s i Mulation ( 
or is i t an adventure ) requires you 
t o buy and s et l players, pick the team 
and eventuallu uin the Football Leaoue 
Csor r y, Barcliy ' s League ) champion s hip 
AHD the FA Cup. Easy, l sn ' t l t! 
Ho ' 
The mechan i cs of The Double are simple 
enough. Gu i ded by prompts from the 
screen you sele ct uhich of 96 League 
clubs you ulsh to be <I'm lpsuich 
Toun, s in ce you ask ) and ore all o tted 
a s quad of player s uho range fro m 
teenager s to mld-30s uith varying 
degrees of skill in goo l, defence, 

,........, idfield or attack (str i kers to anyone 
~orn since 1960). · 
You then get the choice of gettinq a 
l oan, sell i ng players, or carry i ng on. 
If you carru on the screen shou s the 
f lrit match-of your campaign in the 
Fourth Di vi sion . You can be Liverpool 
i f you l ik e, but you st i ll start off 
i n the Four· th. 
The screen shous your opponents and 
their strengths against yours . At this 
point you can re-arrange your team - a 
uorthuh ile e xcerc l se for lt is 
unlikely that you ha ve got 11 players 
on the pitch . <?) Ha v ing selected 
your teaM, you are invited to play the 
first match and the cursor bleeps on 
your score or your opponents ' , 
depending on the strength of your 
aidf le Id. Uhen your score is 
"bleepir.g ' the computer compares your 
at tac k u i th their defence and if 

~you're good enough your team ulll 
score . 
I f uou are down at half time you can 
ha ve a team talk, but beuare. You ha ve 
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onlu 8 team talks a vailable for the 
uhoie season of 46 Matches plus cup 
games. I found i t was i mportant to 
uln ear l y matches so tended to use the 
talks up fairly qu i ckly. The more you 
uin, the higher your team ' s morale and 
so the fewer team talk s you need -
although I found it useful to keep one 
or tuo talks for cup Matches . 
At the end of the Match your gate 
receipts are displayed, along uith 
running costs and players uag es, and 
your profit - or loss for the ueek. 
Then comes uhat I consider to be the 
piece de resistance of the programme -
results in all four divisions and 
corresponding league tables. A 
masterpiece. Just that port of the 
programme is alone worth the money • 
You are also Qi ven the chance to bu~ 
players as ana uhen they are made . 
available by other clubs. How much 
they co s t u il l depend on the i r age and 
skill le vel. I i s lou, 20 is h i gh. But 
once you have ' agreed terms' with the 
selling club you have to strike a uage 
deal uith the player . If your 
valuation of his services is too lou 
he uil l demand more each time you make 
an offer, unless you get close to h i s 
demands. But uhat he sous he uants 
i sn ' t always uha t he w li l ac tu a 11 y 
settle for. 
The Double is addictive for soccer 
fans and indeed for anuone uho ha s 
ever uondered uhere the fascination 
lies in 22 people kicking a ball 
around. I have played The Double as 
Ipswich Town for four 's easons ' and we 
ha ve j ust been promoted - as 
champions, naturally- to Divi sion 
Tuo. 
Unfortunately, nothing in thi s world 
i s perfect and The Double is no 
e xception. Therre are annoying bugs i n 
the prograMme , but thanks to the ease 
of access i nto tt-.e l i st ino s theu a1' e 
not too d iff lcu It to put right. . 
However, I am of the old school uho 
be li eve that i f you are charging 
people money for a product, the n that 
product should do uhat it is made t o 
do. Mr Ives and Nicrodr l ve Exchange 
take note. 
My main complaint is that the "sa ve · 
routine is an absolute bitch. HavlnQ 
just been promoted to Di vision Tuo, · l 
tried to save the game - and lost the 
lot. 
You follow the screen prompts by 
press i ng F4 to clear pre vi ously loaded 
data and then press SPACE to save the 
latest stuff. Unfortunately, uhen you 
press 7 and then EHTER on the main 
menu, the programme ui l I interpret 
anything but the lightest touch on 
EHTER as str i ke on the spacebar and 

<C OHT I HUED OH NEXT PAGE .. ) 



THE DOUBLE 
CONTINUED ... 

tries to save. You then get a •essage 
that it already exists. I found out 
too late that you can put a neu 
cartridge in 11dv I and type in RETRY. I 
have since found it best to use tuo 
cartridges at this stage, alternating 
betueen theM to save a lot of 
heartache. 
Houever, I a11 loathe to restart the 
uhole oa•e so •Y "Double " is due for a 
long rest. Heedless to say I have 
found this particular 'bug ' •ost 
annoying. 
Having said that, The Double is a 
great deal of fun and is definitely 
addictive. So if Mr Ives can sort out 
the bugs, he •ay sell a feu •ore. 
FOOTHOTE ••• The Double differs fro• 
real life in one respect .•• so far 
this •anager has found it iMpossible 
to get the sack! 

SHRHE McGRRUEY, for QLRF at the Big 
Match. Hou back to the studio .•• 

Thank you Shane for that fine revieu, 
I •ust congratulate you on your patience 
as I si•ply got fed up uith the time it 
took to calculate the divisional scores 
and positions. 
Also I found actually understanding uhat 
uas going on at liMes a little difficult 
but having said that, and bear i ng in 
• i nd the uee buggettes, the ga•e is 
definitely "va l ue for Money " . 

"'\ ~· .... ; '-e; '4; '-e; 
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NEXT ISSUE 
UELL I HOPE YOU ' UE ENJOYED THIS FIRST 
EDITION OF QL RDUEHTURERS FORUM. JUST 
A FEU UORDS TO GlUE YOU RH IHDICRTIOH 
OF UHRT MIGHT BE IH STORE FOR YOU IH 
THE NE XT EXCITING <IT SAYS HEREl 
EDITION. 

ALREADY RECEIUED IS A REUIEU BY BILL
BOARD BRGGIHS OF DIGITAL PRECISION'S 
IDIS DISRSSEMBLER, U2 .BB. BILLBOARD'S 
URITIHG LOOKED FAMILIAR BUT QUITE UHO 
BILLBOARD IS IH REAL LIFE, I DON'T 
KHOU. 

THERE UILL BE THE SECOND PART OF THE 
MAPS FOR ZKUL BY MRLCOLM SMITH, THERE 
IS A TOTAL OF 19 PAGES OF THESE SO IT 
LOOKS LIKE A THREE PRRTER MINI-SERIE S 
<THE SUSPENSE IS KILLING ME - STILL 
AT LEAST JORH COLLIHS ISH ' T IH IT ! ) • 

THERE UILL BE SOME HINTS FOR DRAGON~ 
HOLD, I NEARLY PUT THEM IH THIS ISSu~ 
BUT PREFER HOT TO PRINT HINTS UNTIL 
AFTER YOU ' UE HAD TIME TO READ ~EUIEU S 
RHO HAD A GO AT THEM. 

THERE UILL BE YOUR LETTERS, SO SEND 
THEM !H. DO MARK AHY CONFIDEHTIAL 
BITS, SO THAT I DON ' T PRINT THEM. 

AS FOR THE REU!EU S AHD HINT S. 

WELL, NEME SIS, QUE ST FOR THE DRAGDH
SUORD, UEST, ALL THE QL UARGAMES , 
LOADS OF SIMULATJOHS, FUHFEAR, THE 
PRAUH , IMAGIHE, TO NAME BUT A FEU, 
ARE STILL AUAITIHG SOLUTI ONS <THOU GH 
I HAUE TO CONFES S I HA UE STE UE' S 
HINTS FOR IMAGINE, BUT BEING BU SY 
HAUEH'T HAD TIME TO COMPLETE THE 
GAME. ) 

SO THERE ' S PLENTY OF SCOPE FOR YOUR ..-.... 
REVIEWS AHD HINTS / CLUE S , MOANS, BUG' 
AND ANYTHING ELSE YOU WANT TO SAY 
ABOUT QL ADVENTURE S , STRATEGY, WAR
GAMES AND SIMULATIOHS. 

COPY IS ACCEPTABLE, EITHER OH MDU, 
5 . 25 " DI SK , TYPED OR HANDURJTTEN OR 
IF YOU' RE FEELING ADVENTUROUS, UHY 
HOT TR Y LA YING OUT A PAGE USING PAGE 
DESIGNER <IT'S VERY EASY TO GET THE 
HAHG OF ) OR FRONT PAGE EXTRA 3 -
UHICH I UOULD HAUE USED BUT PETE R 
CHAMBERS IS A BIT SLOU IN SUPP YIHG -
OR YOUR OUH HOME GROUN LAYOUT KIT. 

TOHY UELLS HAS JUST SENT ME A COPY OF 
THE PROGS IN TH E QL ADVENTURES BOOK 
AND, COPYRIGHT HOLDERS PERNITTIHG, WE 
SHALL BE MAKING THESE AVAILABLE AS 
PUBLIC DOMAIN <IF AHYOHE KHOU S UHERE 
TO GET HOLD OF TONY BRIDGE OR RICHARD 
UJLLIAMSl . ONCE THEY'RE TRAHSFERED 
FROM 3.5 " DISK TO MDV I ' LL BE ABLE T 
LET YOU KHOU HOU GOOD THEY ARE. TOH Y 
UELLS HAS ALSO FIXED A FEU BUGS IN 
THE PROGS SO THAT THE Y UOR K!! 1 

SEE YOU SO ON, RI CHAR D 
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